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FrFOnmM THE FREES I DENT 


Well the news is that 4TARI has gone orck if : 
phone will be running hot to ‘Choice’. That‘s when | decided to find cut myseit, what the situation was and Ach th 
writer had come to this conciusion. 


a 
str 


After contacting Gally the Editor, { offered her the telex number cf Atari in the United States. Sally said “We 
have already checked on a number of occasions Rae aans reply", after which I asked "How long age", "Possibly three 
months”, At this point the discussion turned to the taking over of Atari’ by dack Tramel and the restructure which 
followed. It was at this point that it ae were unable to make contact with “Atari*®. This lec to the conclusion 
that ’Atari was no longer in business. Sally stated *Choice’ would carry cut other inquiries to cantira or deny if 
this was so. Well, I can assure you all that everything concerning Atari is gcing great. The a Qo 
computers are falling in an attempt to compete with the low cost 130 XE, and the very powerful S20 51. 
NEW TECHNOLOGY 
Australia is about to emerge as not only having the technology te take away the America’s Cup but also with memory 
Storage devices. The motor car industry is ecing to be turned upside down by the time *Newtech’ an Australien High 
Tech group has finished signing with a number of U.S. companies. de cee have been put forward by none other than 
r 


q by o 
beneral Motors to obtain this membrane technology. General Motors re took up the rights te the Sari 
*firbital’ engine. I managed to get a look at this engine 17 years ago when it was oe its experiment 

It’s half the weight of a conventional engine and has super emission control figures. | can only imagine that it 
will bein the Saturn or acar similar along with the *Rampac’ computer memory device at the heart of ii 

control. Sarich Technology hails from Ferth Western Australia, Ralph Sarich is the invent 
received the backing of B.H.F. 


The other high tech. device I wanted to talk about i5 a device which will make floppy drives obsolete. Yes, } 
right! No more floppies. Again it was a West Aussie company, ‘Fermulad’ whe came up with the goods. The sys: 
based on what is called "automatic intelligence” and has enormous potential. So far the company has developed a high 
speed graphics recorder and a portable pack for possible defence force use. The key to the new system ,which is 
Called Hi-@ is a solid state memory bric on to which information can be written, stored and then read by the user, 
so eliminating the need for flagpy disks which store information. 


At the heart of the memory bric is a large-scale integrated custom chip which will be used te integrate both the 
hardware and the software. A virtual lockout device is present, so the technology secrets can never be copied. The 
cost of this device is said to be five percent of similar equipment. 


In suming uD, 1 can see Australian high tech industries in the next five years developing rapidly and return a 
profit for those companies who had the foresight and courage of awareness. 


Bos 2.5 has arrived! | like it already and fits properly inte the area it was designed tor. While I’m on the 
subject, | aust thank Bill Carr for the demonstation of the 130 XE at our meeting of He fith of June. Aiso thanks 
go to Jeff once again for the arrangement of Club rooms and facilities at the Y.W.C.A. They are very courteous and 
indications are that the club will be there a long time. 


SOFTWARE LIBRARY 

After a mammoth effort, Garry Francis has compiled one of the best public domain software libraries for the Atari 
anywhere. Anyone purchasing disks from our club will be assured of quality and entertainment. Another tremendous 
task is Jett Maddock’s completion of the Basic XL Yersion of the ‘Amiss’ public domain Sulletin Board Program. To 
write to Jeff, use the club’s box number or give him a cal? on 458-2999 for that snappy basic version. 


=DITORIAL. Barry Williams. 


Well, it been pretty quiet in the Atari community these past two months. Stili, at the time of writing, no official 
distributorship deal has surfaced. 


By now, you will have noticed the switch from a locse-leaf format to a binded magazine and a twe colour front gage. 
No complaints I hope! 


I don’t really have auch to say in the area of news or reports (farry has somewhat ex: hi 
but IT received one letter (Hooray!) that may be of interest to cther members fron ao Fua 
nm ‘ 4 + 


unorthodox approach to oe your Bos 3 to Bes 2 for owners of Superman. fin thi 
has this feature. 


e 


wy 
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L.Format a disk using DOS 2, then create MEM.SAY, reboot with O05 3 and load BASIC crogran. 
zeBoot into SUPERMON and remove DOS 3 disk and insert DOS 2 disk, Enter Disk Option and select DOS. (fregram will be 
written to MEM.SAY). Select °B.RUN CARTRIDGE’ option from DOS and save BASIC program ta DOS 2 disk. 


Ken Shiu 


STRUCTURED FROGRAMMING $IN BASIC 


that you didn’t know what 
In anather orogramg ane 


dave you ever written a program, got it almost working, lett it for a month anc ' 
the hell was going on? Or you got it working and found later that you had a sim 
wanted to use a piece of if and again found you cculdn*t remember where the pie 


Here are a few tips to help improve these situations and make writing a little easier in the first placa, This wiil 
be nothing new to those with a formal education in the disipline tut for those whe have just read the BASIC Manual 


The idea basically is to write code in blocks , rather than in a string of comands wired together with O6DTD's. I 
will qo so far as to say that you should use almost NO GO70’s other than those in the examples, The only real blocks 
in BASIC as it 1s, are the FOR loop and the GOSUB subroutine. The section af code between the FOR and the NEXT and 
the beginning of the subroutine and the RETURN constitute a block under the control of the FOR cr the GOSUB. 


As you will see there are other ways of getting the code into similar blocks. Once you have your code in blocks then 
you use that most redundant of BASIC statements, REM. Just a few words at the top of each block to explain what it 
does. All through, instead of having varible names like A or B make up short mnemonics to make it easier to remember 
what a variable is for. Immediately both problems are solved, you can find any part of the program and can work out 
easiiy how it works, 


Well, what do you put in a block? I’m sure that everyone intuitively knows after writing a program that does more 
than one thing, that all problems break down into smaller ones. These smaller bits should be your blocks. Take for 
example the classic micro-computer game WUMPUS. A WUMPUS is hiding in a 19415 grid. You have & moves to tred on hia. 
You give a position you want to tred on and if you miss the computer tells yeu if vou where above/below , left/right 
of him. You keep trying until you’ve got him or have run cut of moves. Breaking this into pieces: 


1: choose WUMFUS position. 

2: setup screen. 

3: prompt user to move until WUMPUS is dead or out of moves. 

4: restart if out of moves. 

J: increase score and restart if WURPUS is dead. 

Sections { & 2 are quite simple and could be combined in one subroutine. Section 2 is more interesting. It 
demonstrates the os fic use of a construct which is in every modern high-iey al language: the REPEAT loop. The form 


of a repeat loop is:- 
REPEAT {some block of code) until (some condition is met) 


In BASIC the REPEAT loop looks like this: 

6) REM BEGINING OF REPEAT LOOP 1... ..eacaes 

120 IF (condition not met} THEN GOTO 40 

(For a better idea of what the condition could be see boolean expressions below) 

In the example section 2 would be in the bedy of the locp and there would be a two way decision at the bottom. 


There is ancther similar loop which has its exit test at the top: the WHILE loos. Say for instance you had landed in 
the WUMPUS grid as a part of a larger adventure ia There is a chance that you landed on it by accident and 
don’t need to go lacking. In this case the loop does not need tc be executed and is exited immediately. (note: a 
REPEAT loop is always executed at least once). 
In BASIC this is a WHILE loop: 

4 IF (some candition is true? THEN GOTO {30 


126 6070 40 
130 REM REST GF CROGEAM 


NAMING BLOCKS 

In mora high-level languages, sudroutines are given names, and are mostly called by stating the name. In BASIC w 
must GOSUB a line number. We cen give a name ta a sutrcutine by making them variables containing the line sumber | 
the first statesent, 9.9, 


4 — Tr 


1G RESTART=2000 
20 DRAWGRID=1900 
120 gosuS DRAWBRIT 
310 BOSUB RESTART 
1900 REN DRAW GRID 


2000 REM RESTART 


The declarations ilines 10 & 20) should be at the top af your progras and are a very go 
what 15 going on and where. Also the purpose of GOSUB RESTART is a lot clearer than SOSUB 200 


BOOLEAN EXPRESSIONS {0 or not 0 That is the Question). 

When you execute an IF statement the THEN part will be executed if the result of the logical expression (e.g. COUNT 
€ END) is not equal to 0. Now believe it or not BIGGER = START > FINISH and even EQUAL=POSi=PUS2 make perfect sense. 
In the first case BIGGER is put equal to ! if START is greater than FINISH, © otherwise and EQUAL is put equal to 1 
if FQ51 is equal to FOS?, and 9 if it is not.What’s the use of this you might ask, Not a great deal I would anwser, 
but if you are using a cO@parison aqreat any tiaes then it would save run time ta access a Single varibie 
repeatedly rather then working out the expression reapeatedly. Also with a wise choise of variable names your code 
can read like English. e.g. IF WUMPDEAD THEN GO0SUB EXITGRID. In this case WUMPREAD = (FLAYERX=WUMPY) AND 
(PLAYERY=WUMPY) . 


Note, the values of COND in IF COND THEN need not be only 1 or O but just & or not 9, 


SINGLE DECISIONS, 

Everyone is familiar with the IF THEN stategent. The only problem with it is that there can only be one line of 
statements after the THEN. If you should need more commands than fit onto 3 Atari screen lines then a SOSUB is the 
neatest solution, i.e. IF COND THEN BOSUB FIXIT. It is also not such a good idea to fill 2 screen lines per line 
nuaber as it is very difficult to read. If you want to keep the code near the IF statement then: 


20 IF COND THEN GOTO 40 
30 60T0 70 
40 REM BEGINING OF BLOCK 


60 REM END OF BLOCK 
70 REM REST OF PROGRAM 


TWO WAY DECISIONS (IF THEN ELSE) 
One of the very unfortunate oamisions to Atari BASIC is the ELSE statement, the block to be executed on a O result 
in the logical expression. This is very handy feature and [°m sure youv’e seeded it at sone time. {In the WUMPHS 
example it would be handy to put: 


400 IF WUMPDEAD OR NOMOVES THEN GOSUB RESTART ELSE 6070 BESINING 
as the test for the end of the REPEAT loog). The best way of achieving the same result with what we have is : 


50 IF COND THEN GOTO 80 
70 REM ELSE : BOTO 150 
BO REM NON-ZERO OUTCOME 


140 6078 200 
{50 REM ZERO OUTCOME CONDITIGN FAILED 


eatrecus 


200 REM REST QF PROGRAN 


(Note: A GOSUB after the THEN would mean the ELSE Elock would alse be executed,sa you must use SOTO*s and if you de 
then it is better to keen the OOne TH code as near as mossible ta the 6072 statement} 


| 


MULTI-WAY DECISIONS 


There is a construct for multi-way decisions in Atari BASIC (ON NUM GOTO/60S5UB}. ON GOTO should be avaided at all 
times as it has the potential for meqa-confusion. Far better use ON 609UR and ate you subroutines tucked away at 
the back of the program well outside the main program sequence. ON is a bit limited as you must provide a line 
number form 1 to the greatest passibie value of NUM. If the oniv values NUM could take were 1 {5 and 214 then you 


would have to provide a lot of duamy line numbers. Better toa use nested IF THEN oe s of the form above (i,28. each 
FLSE has another IF in it). This also has the potential for mega-confusion, so if if is neccessary comment liberally 
1.8. use REN, 


RECURSION 
Try typing in this program and seeing how it works, 


10 DIM 4305) 
2) AG="ASDFE" 
30 [=i 

40 GOSUR 70 
a0 ? "END" 

6) END 

70 IF >= 3 THEN SOTO 110 
BO [=I+] 

90 GOSUB 79 
190 T=I-1 
110 7 agti,!) 
120 RETURN 


To begin with [=1. Each time it comes to line 90 it GO5UNs 70 and pushes the return address onto the stack. When I=5 
it jumps to 110, PRINTS A$(5,0) and hits the first RETURN. This jumps it up to line 100 which subtracts 1 and so 
A${(4,4) 15 PRINTed. This happens a total of 4 times (so [ ands up as !) and the program finishes.What’s the use of 
this you might ask again, it’s confusing and dosn’t do much. Well even less this time. Everything you can do with 
recursion you can do iteratively, i.e. with FOR WHILE and REPEAT loops. 


Writing out letters in reverse order is not the only thing you can do with recursion; the reason you use it is that 
it is easier to code once you understsnd how to doit. The trouble with BASIC is that you don*t have any local 
variables {varibles that have differant values in differant calls of the subroutine) or parameters (values you pass 
to these local variables), This means that you have to keep track of the appropriate variable/s yourself ( I in this 
case). The upshot of this is that recursion can get very tricky so it’s better to avoid it. 


What all that was leading to was to show that subroutines can call other subroutines and the computer will not juap 
back to the original G0SUB when it hits the first RETURN. Therefore blocks within blocks are pertectly possible, 
indeed cesireable if that’s the way the program splits up. 


THE GENERAL PICTURE 
The general outline of a program written in the way outlined would be like this:- 


~ Array DiMensicning 

- Variable Initializing 

- Subroutine names and addresses 
- Main program 

~ Subroutines 


The first three sections could come in any order (though it is better to choose one format and stick to it}, and if 
you want any fast routines, graphics cr big numerical analysis it would be better ta make their line numbers as 
shail as possible. To separate the sections of code, begin each at a mew hundred and for a major section put in a 
te Tshtas 
line like: 


{O00 REM YORSe main program that 
In the main program there should 


i 
actions should be in the subroutin 
should de an ilies one ¢ f 

c & 


branches while the nitty-gritty of the 
qger ae progarm gets. The subroutines 
b ep difficult with a 24 line 
ri key), As you rite your 
ece of paper (if you want to 


5 a 


to provide documentation anyway), Things to writs down are what ali the 


sell your program you will prohably have ¢ any i 3 
sare, what they do and where they are usec and and a rough cutiine of how the 


variables do, where al! the subrortine 
program flows, 


You might wonder, «hy bother with ail this? [+ 
Spaghetti method becomes very hard to manage end ¥ 
get if working! 


t large (mere than 200 lines) progras ther 
into cur original probiem even befere you've a ta 


That about wraps up the techniques of better crogramming in BASIC. Hope you may have learnt something new. 


STRINGS 


By Rikki Harris 
I’ve always been interested in strings and screen displays so one rainy day | started mixing thea. 


The first program prints the middle of the aessage and then prints letters on each side eventually revealing the 
entire message: 


A sample run of this program would be: 


1) 
CDE 
_ BCDEF 
ABCDEFG 


Except that the program prints these on top of the previous one so that the message appears to be extending: 


10 REM STRINGS #1 

20 DIM M$(18) 

30 GRAPHICS 1+14 

40 NS=" ABCDEFG * 

SO L=LEN(MS):H=INT(L/2) s1F H>8 THEN END 
60 FOR X=0 TO H-t 

70 POSITION 10-%,10:? #4¢MS(H-X+1,H#X+1) 
80 GOSUB 110 

90 NEXT X 

100 GOTO 100 

110 FOR Y=1 TO 200:NEXT Y:RETURN 


Line 20 DiMensions the string that is to hold the message, This cannot he any more than 17 because in GRAPHICS mode 
1 the screen can only hold 20 characters. If you use GRAPHICS made 6 this can be changed, 

Line 20 sets the GRAPHICS aode. 

Line 40 assigns the message to M$. 

Line 50 checks the length of the string to make sure it will fit on the screen. Makes L the length and H half the 

length. 

Line 60 sets up a FOR...NEXT loop for the print. As it prints two letters at once you only need to doit half as 
often. 

Line 70 POSITIONS the cursor X spaces to the left and then PRINTs the message ¥ letters left and right of the 
rentre, 

Line 80 GOSUBs to the delay loop. 

Line 90 Completes the loop. 

Line 100 Keeps display. 

Line 118 Delays run so that you can see it happening. The value fer this icon can be changed if you want a saccther 
print, 


Prograa 3 simply PRINTs the message diagonally across and down the screen: 


- b 


Line 
Line 
Line 
Line 
Line 
Line 


4 
fal 


{9 REM STRINGS #3 
20 DIM M${18) 

50 GRAPHICS 1+16 

40) M$="HT THERE" 


30 L=LEN(M$):H=INT(L/2):1F Ho? THEN END 


60 FOR X=L TO 1 STEP -! 


70 POSITION 10-X+H,12-X+H: 7 FOeM$(L-X41,L-X+1) 


8) GOSUB 110 
70 NEXT X 
100 SOTO 109 


110 FOR Y=1 TO 200:NEYT Y:RETURN 


DiMensions M$, 


30 Sets GRAPHICS mode. 


40) 


a0 Puts length of string in L, half L in KH. 


Assigns message to M$. 


6&0 Starts from L and counts down to lt. 


70 


Positions the cursor and prints 


Line 80 GOSUBs to delay loop. 
Line 90 Completes loop. 
Line 100 Keens display. 
Line 110 Sets up a long delay te show what’s going on. 


a letter. 


Checks to meke sure the length is not too long. 


Program 4 will scroll a message of any length more than 24 characters across the screen: 


Line 
Line 
Line 
Line 
Line 
Line 
Ling 
Line 
Line 


Program 5 is a vertical scroll. 


and for that reason it is net very usefuls 


40 
30 
4g 
Fi 


a 


id REM STRINGS #4 
20 DIM M$(1000) ,T$(1) 
30 GRAPHICS 2+14 


40 M$="THIS IS A FAIRLY EASY WAY TO SCROLL HORIZONTALLY... " 


50 L=LEN(M$):IF L¢24 THEN END 
At POSITION 0,5 

70 3 BMS (1,20) 

G0 FOR X=1 TO 100:NEXT ¥ 


90 TESMS(L LEMS CL)=MS (2) MSIL, L)=TS 


190 GOTE 60 


Sets GRAPHICS mode. 
Assigns message to M$. 
Finds length of message, 
POSITIONS cursor. 


2@ DiMensions the strings for the message (M$) and a temporary letter (T$). 


7 PRINTS first twenty letters of the message, 


a0 


Delay loop. 


90 Effectively puts first letter on the end of the string and moves the string back one place. 
ig Repeats process. 


if REM 
ati OD 


3G § 
ay Mg i 


£000), TEU) 


(M$isIF L424 THEN END 


” 
7 Ys? RGINEOE YD) 
gt NEXT X 


Go TESMECh LP aMeCL)=MS(2) M911, 1} 


igf BOTO 60 


The is mostly 


3 


=T$ 


> like program 4 but scrolls downward. 


3 
S 15 A FAIRLY EASY WAY TO SCROLL VERTICALLY..." 


It is fairly difficult to read 


KW 


di 
s 
T 
md 
z 


AXLE REVIEW 


1 


Well 1 progised that | would review the FowerPad Frogram@ing Kit (Try saying that with your mouth full of 
fornfilakes!!) when I got it, so here it is! 


The Program@ing Kit cost $29.95 and for that you recieve: An overlay for the Fowerfad, some stickers that you can 
use as “Buttons.’, Two pens that allow you to draw on the overlay, An instruction book on how to use the Progransing 
Kit, & disk with some programs on it. You also need a BASIC cartridge. 


Q.K., ] admit it. In the last review I said that the system is cartridge based but it isn't. This mistake is 
partially but not fully my mistake. I had been wrongly informed and as my source of information is usually reliable, 


I didn’t bother to pursue the matter. 


THE INSTRUCTION BOOK 

The first useful information the Instruction Bock tells you is how many ‘Points’ the FowerPad has on its surface and 
how to recieve information from them. The book goes on with sample programs scattered about that give deaonstrations 
on what you can do. If typing programs out of book in either BASIC cr Machine Language (Most orograms are given in 
both) is not your hot-spot, {mine isn’t!) you can go to the disk that you get with the kit and it has the prograas 
already on it for you {in BASIC). The programs given are American, this only matters on one program that uses money, 
however this can be easily changed ta Australian Currency. (If you have any probless | will be happy to send you a 
revised version.) 


That’s all there is to it. If you have bought a PowerPad or are thinking of buying one and want ta program it, DON'T 
BUY THE PROGRAMMING KIT!' All that you need are some Overhead Projection Markers to draw ‘buttons’ with and a friend 
with the instruction book. (If you can’t find anyone I would be happy to lend you my copy.) If I buy any nore 
progrags for the PowerPad I will let you know. 


What sore can I say except - Happy Computing, and keep reading INSIDE INFO! CRight’on! - Ed} 


™ ; : 


'RELTABLE, DETERMINED INDIVIDUALS WITH A SPIRIT OF ADVENTURE ! 


DO YOU WISH TO CONQUER THE WORLD'?! 
AR 
RULE A MEDIEVAL KINGDOM!?! 
OR 
CONQUER THE AZTECS'?! 





WHY NOT TRY, 


"WORLD EMPEROR" THE GAME OF SUPER-DIPLOMACY 
WITH A SIMPLE PLAYING SYSTEM, BUT YOU WILL NEED ALL YOUR 
MILITARY AND DIPLOMACTIC SKILL TO WIN. 

OR 
"=FP_ ACK MOUNTATS " THE GAME OF CONQUEST SET 
IN THE HYPOTHETICAL MEDIEVAL WORLD OF RLACK MOUNTAIN. 
NOT A GAME FOR THE FAINT HEARTED! 

OR 
"Cm Dt' Gt mRW' aorpete = THE ROLE-PLAYING GAME 
WHERE YOU PLAY A CONQUTSTADOR IN SEARCH MF RICHES AND FAME IN 
THE NEWLY DISCAVEREN AMERTCAS. 


TF YOU THINK YOU CAN MEET THE CHALLENGE AND WOULD LIKE MORE 
DETAILS, SENT A SSAE TQ: 


C.RPLeE. 6GAMES, 
Po Rom OO, 
r§tTWwWYrCHE, SLD, 4070 


A 


COMPUTER-1 
NEWS 


20s HLISOM ERO 
FANDWICE 2 ollsl 





WILL waTaARI EVER 


GET IT'S Act 
TOGETHER 
VOMUMUHOCERE 







1 TAR 
; ra wi a ‘— DROUGHT 
STRICKEH 
“ HEREA 


MARE? MY WORDS .... 

THE COMPUTER ~-1 GOSSIP COLUM 

Ce “O00 Putter” ~ Tnhawe imvited we 
te 4 heed) ar LL sali & Poet, thrice EOT 
GOSSIP regarding STSEI INT. 
By early August we 






oY 
should see 
SORE #435 
S's FS 


chimneys 


oe Santa's helpers: 
| lnagineerine F 


L—1 TOP 1) 





ee 


Prick shop ; 
. Frimntbehope araphics lbrare 


aa Mitch Pik ate shoes 

4. Trolls and tr ibualations 
S mdwenture Master 

6. IriPomoam + im i = Sar ps beeem 
r. Ri chor | 





ate at fot at PPAR! see oe & % 
2 f —15 Steribies Eagle 
1. Ghose t. bust. cd ae 


Wateh mLek fr... 

ft Hore, Ccoarto 
é ie Migs SO tdieko 
lapoesibles Mig gion Cactsbeo 
t Crudelar “Eticep ; 


ere 








rh fhe ih rtd fh fs ib a -SR R-ESONEPESE-IGL -A -E 


a) erases oot ai 
2 that is aan abwicows clome af 
Uefender. Defesnider's mein dratbhack 
Was the rather primitive graphics. 
Dropeomie 1s one of & met style of 

Ct Fe Lae hee ones Her ig shics Are smooth 
Sack mei ‘ Fo ee Fal conc 

circ la hir 


Hi Si 





cWusteamers for thie Sb Mave 
decided to Form THE : THEE CLUB. 

The benifits are... Neuer at 

Cage Se HSCaunT cor FREE FRIEGHT within 
AWste alia. 

(ho Regular meusletther af Sy TA dl e both 
ims Cand avail abroad CUE and USAS 
mins Attra mthive mawy and 6c ed erabec sec 
merase PEhip bradley fir Sooke beesvrirea 


Requrements: 


Ars customer who has purchased ower 
$100 Fr ai the stiore Sins sutomatic 
membership. Obhers may pay a moaninal $2 
renher ship Fee, 


yoy For more 


details 

phone: 

ot Bob 
4 SIS 21S 


Im arm attempt hime pe ay mudem hee] 
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LO2z0O SCREEN DUMPER 


This program is for owners of an EL Atari, a 
NICROPAINTER, GR.7+ files and 


srogram),. 


To use, just run the program and answer the prompt with the OEV:FILENAME of your 


ready, then sit back and wait! 


The sequence cf pens (0-3) shouid be inst 
for a plain background. 


If you are dumping Koalapad or Touch Tablet files change line it 


} Ve 4 fal; 


LAC ane EOALS or TOUC 


sailed so as ¢ 


to CLOSES: ithis elianates 


NOTE:this program is slow partly due to the slotting speed of the 1924 ard zs such can fake up te 
complete the duap, I have done an ACTION! yersicn cf it with only a slight increase in speed 

1 REM S#AGRRPGRRESRSERRERSHRORERS THEE [110 FOR ME=1 TO 42:REAG LT: CIOSiME, ME) | 310 7 82, "HET? 

2 REM # 1020 SCREEN DUMPER # | =CHRS(TT!:NEXT RE 220 FOR £20 70 3:7 

3 REM # by Philip Hayne # | 120 DATA 104,104,104, eee ms 1} 230 FOR ¥=0 TG 19! 

4 REN # PICCIE Loader Routine # | 04,194,157, bb, 3,104, 157,69,3,104,157,4 | 240 FOR f=0 TO 199 

3 REM @ 8 F.Herrera and J.White # 8,3 esi LOCATE X,¥,SP 


“hii seyne, 
nrinter and whe want todo credit card sized images at 
4H TABLET pictures {the @ latter require a small med te the 
igage, have the printer on and 


pave penholder 0 empty 


ja oo eS 


LIKED [Ti*: 


4 REM # Published by Atari Computer # | 130 DATA 104,157,73,3,194,157,72,3,32, | 260 IF SPO3C THEN 300 
7 REM # Enthusiasts (N.S.W.) = # 86, 228, 169,0,133, 213, 199,47,3, 133,212, | 280 2 #2eeM: X85, SVE 

8 REN 4 August 1985 # | 94 290 7 #2:°J2,0,0,-1,-2,0,0,1" 
9 REM #ooRHSTHRSSERAHRSHASEREERRSHE | 140 OPEN 41,4,0,FNS:ASUSR(ADR(CIGS) 1, | 390 NEXT X 

20 DIM FNS(20) , CID$ (42) 7, SCRN, 7680) 2G NEXT Y 

30 GRAPHICS 0 150 GET #1,IT:POKE 712,1T:GET #1,17:P0 | 320 NEXT C 

100 POSITION 0,2:? "ENTER FILENAME FOR] KE 708,IT:GET #1,IT:POKE 709,1T:GET #1 [330 2 #2:°N0,-500" 

PICTURE"; :INPUT FNS ,IT:POKE 710, IT:CLOSE #! 340 GRAPHICS O:7 "HOPE YOU 
105 GRAPHICS 21:SCRN=PEEK (BB) +254¢PEEK] 200 OPEN €2,0,0,"P:":7 #2:CHRS(Z7}¢CHR | END 

(89) $(7° 


sSCREEN DUMP FOR MICROPAINTER FILES 
:TO 1020 PRINTER 

sBY PHILIP HAYNE 

‘PUBLISHED BY ATARI COMPUTER 
sENTHUSIASTS (N.S.W.) AUGUST 1985, 


PROC scrndump{) 
INT y 

BYTE vi,cb,sp,c 
CARD dl,sc,it,s 
BYTE ARRAY fn 


graphics (4) 

orint{*enter DEV:FILENAHE *) 
put (? P)sinputs!#n) 
graphics(31) 

sc=peekc (88) 
Clase({{):open(1,#n, 4,0) 


for 1t=0 to 7479 

Du 

vl=getd{1) 
pokefsctit, v1) 

OD 
ch=getd({iipoke(7i2 chi 
eb=getdil}:poke: 788, ch) 
ch=getd(il:pore(?Oe, ch) 
ch=getd(li:poke‘'7i8,cb) 


printde(2,"H¥ti") 
for c=0 to 3 
do 
printd(2,"C"):PRINTBDE(?,C) 
for y=0 to $9 
de 
for x= to 155 
do 
sp=locate(x,y) 
if sp=c then 
printdt2, "M*)sarintcd(2,x€2iiprintd(?,",")sprint: 
printde(?, "J2,0,0,-1,-2, 9. oi") 
fi 
od 
od 
od 
printda(?,"M9,-500") 
CLOSE {2} 
braphics (0) 
print ("Action is ready") 
for it=1 to S555 


io 


RETHoN 


iH 


idel2,yt-1) 





by Garry Francis, Steve Bradbury and others. 


I've been getting some very interesting letters and other snippets as a result of this coluan. In fact, Bost of this 
month*s material has been contributed by members, Keep it up! There’s obvicusly a lot of keen Adventurers cut there 
and they’re all eager to hear about the experiences of others. 


had Pie Pd tis MF Te tTMAaAwW MOT OR ToT MALS 

If you remember back to the last issue, Danny McClatchey was asking about the availability of Original Adventure for 
the Atari. I put him onto Robert Howell in the U.5.A. Danny has since sent for, received and played the game. He 
writes: “breat game huh? Well the maps I sade from playing it ona DEC 20 mainframe at the University of New 
England are practically identical. {A few directions are different, e.g. on the DEC 20 you go UP from the secret NS 
canyon to the Slab Room - on the Atari it’s DOWN.) However, the colours are different at each location (and some 
are really YUK' So I deleted the SETCOLOR commands in line 6690 and everything’s sweet. I think I got used to the 

default colours playing the Infocom ganes," 


Adventure addicts may notice some other minor changes from the original. For example, the dwarf logic is different 
(hence you get aore of the little buggers) and your brass lamp seems to last forever (hence there is no vending 
machine to dispense batteries in the maze). Has anyone found any other differences? 


PiIORE ODM APs ADVE TIReE S&S 
Also in last issue, I told you about the range of APX Adventures. I’ve just received an order fora from The 
Gamesmen Pty, Ltd., Unit 1, 128 Bonds Road, Riverwood, N.S.W. 2210 Telephone (02) 534-4227 =who have Alien Eqq, 
Castle, Chinese Puzzle, Sleazy Adventure, Sultan’s Palace and Wizard’s Revenge in stock at $10 each. They also have 
a number of other APX titles at $19 each. Disk only! | 


mow Tee Maes 
Bruce Norgan tells us that Adventure maps for Colossal. Cave, Zork I, I1, III, Deadline, Enchanter and The Hobbit 
(probably not of interest to Atari owners) are on display at the entrance to The Computer Spot, Shop ZiA, Greenway 
Arcade, 222 Church Street, Parramatta. 


| oA EMT Lee 20 i TM NET aS Tle 
Steve Bradbury of Newcastle is one of ay most frequent correspondents. Fortunately for me, he’s always got something 
interesting tc say. His last letter gave his impressions cf some of the excellent Infocom range. I thought it would 
he interesting to cther Adventurers and also to new computer owners who are wondering what this Adventure business 
is all about. Take it away Steve... 


"Untortunately for my bank balance (but fortunately for Infocom shareholders), my interest in text Adventures has 
not ciminished despite the constant frustrations inherent in all the games! I have now completed Zork I, I] and II] 
and Infidel and am now *chortling’ my way through The Hitchhiker’s Guide to the Galaxy. 


"Tork I: This is a sentimental favourite for me as it was my first taste of interactive fiction. As a beginner, it 
was initially difficult until I had ‘tuned in’ to the genre’s particular brand of logic. Hardest puzzles to solve 
were killing the thief, obtaining the canary without breaking it and working the machine in the Machine Roca. | 
wasted many an hour on the numerous ‘dead ends* in the game. They included trying to continue past the Land of the 


Dead, trying te go ‘upstream’, trying to fit through the narrow crack in the Damp Cave and not taking the hint that 
the Sead End near the machine room really was a dead end and no further progress could be made in that part of The 
Empire. Particularly satisfying puzzles included passing through the Entrance to Hades, manipulating the dam to 
obtain the platinum bar, using the canary and getting safely into the Machine Room. 


"Tork il: 1 found this Adventure initially easier than Zork 1, but later harder. betting the key from the unicorn, 
“fixing’ the dragen, using the basket and opening the door te the dreary room were quite easy, but solving the 
riddie of the Oddly Angled Room and the Menhir Room 1 found very hard. I was also unable to solve the Riddle without 
the help af the Invisiclues hint book. I was irritated by the solution to the Oddly Angled Room after finding the 
answer also in the Invisiclues. The booklet’s comment °...apclogies to non-American Zorkers’ was at least some 


recognificn of the difficulty of the puzzle. Another minor irritation was the inconsistency in commands accepted for 
mpening some doors, Once a al was obtained and any puzzie solved, T would have expected the commands required to 
open the locks and doors to have been the same, 


Hl Cay 


"Zork I[I: You need to have your own @agical powers to understand the scoring system in this aame' Not ay 
favourite Adventure. I solved this one only by regular use of the Invisiclues booklet. I still do not understand 
the Mirror Box puzzle. I enjoyed ay encounter on the beach and with the man above the cliff. Other testing but 
logical and enjoyable puzzles were the Scenic Vista, the Technology Museum, the Royal Puzzle and the final puzzle. 


"In¢idel: My favourite Adventure to date. I’ve always had a vearning to explore an ancient pyramid so this case 
was the answer to all my dreams! Because of the packaging, I felt more a part of the story than in other gases, It 
was a totally logical array of sechanical type puzzles - ay favourite - and dangerous to boot! You are truly the 
master of your own carelessness and you really can hear the pyraaid builders having a good giggle in the background 
at your expense. The beginning was good - the ending oreat! Overall, the puzzles were easier than in the Zork 
trilogy, although some were testing to say the least. Most difficult were the using of the chalices, opening the 
sarcophagus and getting past the brick wall. The only disappointment was the ease it tock to get the chalices in the 
first place. 


"The Hitchhiker’s Guide to the Galaxy: I have only part completed this Adventure. but so far it looks like being 
every bit as funny, weird and obscure as the book, radio series, play, etc., etc. It is also verv hard. You 
certainly need to read everything word for word, Getting the babel fish is a case in point. A copy of the book will 
be very handy at least until vou get on the spaceship Heart of Gold. The book is of particular use in the pub and 
dealing with the Vogon Captain. Satistying acaents so far have been obtaining the babel fish and Atomic Vector 
Plotter, surviving YVogon poetry and using the lmprobability Drive. I am currently stuck with the puzzle of opening 
the talkative door, using Marvin and Eddie and understanding the purpose of using the Improbability Drive. I’ve 
shelved the gage for a while to give ay brain cells a chance to rest and regroup!" 


Since writing this, Steve has actually completed Hitchhiker’s Guide “(with more than a little help fro 
Invisiclues)" and would be happy to provide hints to anvone wanting thea. If there are any Newcastle aeabers who 
wish to discuss Adventure gases and hints. Steve would love to hear from you. You can contact him at home after 6 
P.M. most nights on (049) 75-3183, 


Finally, Steve asks if there are any Adventure software sources in Newcastle or Sydney. The only reliable source | 
know of is Computer-1, 200 Alison Road , Randwick, N.S.W. 2031 phone (02) 399-8865, Much of their stock is iaported, 
go it’s a trifle expensive, but they offer Si-discount to A.C.E. members, they’1] do mail orders to country areas 
and you won’t find the iaported stuff anvwhere else in N.S.W.!' If vou want a particular game, let them know and 
they’!] try to get it in. 


I buy aost of ay Adventures overseas. Two good sail order houses for Adventure freaks are Mideastern Software. Box 
247, New Florence, PA 15944, U.S.A. and Computer Games +, Box 6144, Orange, CA 92647, U.S.A. Both accest VISA and 
MasterCard, 


ADVENMTUR ING i$I$IMN SYDNEY 
Just in case vou didn’t know, we have an "Adventure Day" every couple of aonths whereby we get tocether at soneone’s 
house and "talk Adventures". We usually have a group effort at solving anyone’s Adventure probleas and olay the 
latest and greatest new Adventure that someone’s just bought. Nuebers are lisited to around 6 or 10 depending .on 
who’s house it is. so we can’t publish details in INSIDE INFO. I you’re interested in participating, give se a 
ring for details of the next Adventure dav. Thev’re a lot of fun! 


I've also been demonstrating Adventures at the last few general meetings (including Asylue, Blade of Blackpoole and 
the Adventure S.1.6.’s Adventure Collection Vol.! from the Software Exchange) and olan to continue so in future. If 
you missed the July meeting, you also sissed a short talk on how to map an Adventure! I aay continue this topic ina 
couple of months and talk about how to aan a aaze. 


FAD VENTA E fS Foor Ss 
How come nobodv’s ever done an Adventure spoof? I’ve got news for vou. Thev have! Two that recently came to ay 
attention are “Twisted” and “Wombats [". Twisted is described as a oarody of the whole text Adventure genre where 
Snide resoonses abound. I[t’s available ona 48k disk for US$39.95 from Trapeze Inc.. 3727 Buchanan Street, San 
Francisco, CA 94123, U.S.A. 


The advertisement for Wombats | describes it as “sophisticated software sporting 48k of program and Sk of absurd. 
irreverent text (which) spoofs Adventure games and life in general”, It is available for US$$27,95 from Dynamic 
Software Design, P.0, Box 8169. Fremont, CA 94537, U.S.A. I'd say these prices are exclusive of postage. Write first 
if you have anv doubt - and if anybody’s seen these, please give us a review! 


nd 


SECONDS VSN DD ADVENTURE & 
Adventures are the sort of «ames that vou never use again once vou’ve solved thea. A couole of our members have 
sucgested that we run some sort of exchance service where you can swap your coapleted Adventures for someone else's 
completed Adventures, We'll give it a burl for atrial period to see how it works out. Note that all Adventures 
bought. sold or swapped aust be originals with full documentation and packaging. This service will cease at the 
first occurance of pirated software, If someone tries to rip vou off with pirated software. let us know and we'll 
reoort it to the relevant authorities. 


Wanted: Second hand copies of Planetfall. Enchanter and Sorcerer. Ring Steve Bradbury on (049) 75-3183 after 6 
P.M, : 


Wanted: Cutthroats and Suspect froe Infocom (will swap for Infidel and Deadline respectively), Empire of the 
Overmind ¢rom Avalon Hill (will swao for Lords of Karea or G.F.S. Sorceress}. Cranston Manor Adventure from Artwork, 
Critical Mass from Sirius (will swao for Gruds in Space), Warlock’s Revenge from Synergistic and Cyborg froe 
Sentient. Contact 6arrv Francis on (02) 789-1397, 


Mini Ts 
Only a few hints this aonth, but be warned that vou shouldn’t read them unless vou’re prepared to risk spoiling a 
puzzle for yoursel¢! 


Gi In Zork I1], I have the ...Citems withheld to protect the innocent], Whereis the last piece of the Dungeon 
Master’s costuse? - Glynn Gough 


Ai The KEY to your problem can be found in the region south of the lake - providing you can get past the grues! 

| +2303 
Q: I know who committed the second aurder in Deadline. but the court feels | have insufficient evidence to prove 
guilt for the fist aurder, Anv clues? - Steven Somsers 


A: A second aurder? Heaven forbid! What sort of a detective are you? Perhaps you've gone -too far! 
oe 
Q: How do I get past the iron statue in Scott Adams’ Pvraaid of Doom? - Glynn Gough 


A: The aural in the same room says "Seek ye well the HEART of Iron". "Seek ye well" could mean "look carefully for’ 
if "well" is an adverb or it could mean “seek/look for/oo to the well" if “well is a noun. As vou’ve found a 
location which could be described as a well. either could be correct. "The HEART of Iron" could sean "the heart 
nade of iron" or "the heart belonging to iron". Aha! Perhanps it means the heart belonging to the iron statue? Put 
it all together and you've got "look carefully for the heart belonging to the iron statue’ or “the iron statue’s 
heart should oo to the well’. Or both? : 


—83 COLUMN L_IStTterR 
by Philip Hayne 


This liitle listing will allow vou to list vour basic programs to a 40/80 coluan orinter, in 38 coluen foreat. Just 
like ANTIC, ANALOG and of course INSIDE INFO! This makes error spotting just that auch easier, 


NOTE:- To us@ the program, the listing that vou want to orint MUST be in LISTed format (a.9. LIST’DsPROG.LST". It is 
slower than a noraal LIST"P:" 


1 REM ##4804974098486 0044444040400 0008 


2 REM # 38 COLUMN LISTER # 
3 REM # by Fhilip Hayne + 
4 REM # Published by Atari Comouter # 
5 REM # Enthusiasts (N.S.W.) # 
6 REM # August 1985 # 


7 REM S88 HRRHHHEHHES HEHEHE HEHEHE EH EH 

15 DIM N$(20),.I%¢130) 

20 GRAPHICS 0:7? "ENTER LISTING FILENAME D:XXX,LST"::INFUT NS 
30 OPEN #3,4,0,NS% 

ao TRAP 50 

40 INPUT #3.18$:G60T0O 460 

20 CLOSE #3:END 

60 IF LEN(1$)<=38 THEN LFRINT 1$:G0TO 40 

65 LPRINT 18(1,38):18=16(39,LEN(1%)):GOTO 60 


70 GOTO 40 
[J 


ELECTRICAL. ENGINEERING MATHS 


by Nigel Delaforce 


I wrote this program when I was a first year engineering student. It was used to help ee do some of the coeplicated 
maths in electrical engineering. I orginally wrote it for a Sharp pocket computer, then converted it for the Atari. 
Tt will run on any cassette or disk based systea with at least 14K. 


When you run the prograe, you will be presented with a menu of 8 options. These are polar to rectangular conversion 
and vice versa, polar and rectangular aultiplication, polar and rectangular division and deteraination of polar and 
rectangular matrix deterainants. Press the nuaber corresponding to the option you require, then follow the proapts. 
When the answer is displayed, you can press any key to return to the aenu. 





1 REM & 370 REM RECTANGULAR MULTIPLICATION |760 IF (048) THEN LET ¥=8-0:60T0 778 

2 REM MELECTRICAL ENGINEERING MATHS  |380 GRAPHICS O:PRINT :PRINT * GIam1; 778 PRINT :PRINT "ANSWER" 

3 REM ® by Nigel Delaforce % eI: PRINT ‘DEG :P0/786 PRINT “MODULUS=-"; x 

4 REM & Published by Atari Computer #% KE 764,255 796 PRINT “ANGLE=-";¥ 

5S REM 8 Enthusiasts (N.5.W.) 8 1390 PRINT “FIRST REAL PART=";: INPUT A | 868 GOTO 188 

6 REM S April 1985 % (408 PRINT “FIRST IMAGINARY PART=";:IMP}818 REM RECTANGULAR MATRIX DETERMINAN 


T 





7 REN ' CPCCA Hc ee etree een ehahaceeen bea tea ‘UT 8 

















10 GeTO 3e 418 PRINT :PRINT “SECOND REAL PART="::|82@ GRAPHICS G:PRINT :PRINT "  ([aaeT) 
20 TRAP 460000:PRINT CHRS(253) INPUT C UT eM aT TCT cLR : PRINT : 
30 GRAPHICS O:POKE 752,1:PRINT :PRINT [420 PRINT “SECOND IMAGINARY PART="; :IN|/POKE 764,255 

" IME Ne Lig PUT D S3@ PRINT “INPUT 1,4 REAL “SS IWPUT A 
40 POKE 82,5: PRINT 430 HAARC-BHD : YIAND+ BHC 848 PRINT “INPUT 1,1 IMAGINARY ‘3: INPU 


T 8 
856 PRINT :PRIMT ‘INPUT 2,1 REAL ‘331M 
PUT C 


SO PRINT £1) RECTANGULAR TO POLAR":? (440 PRINT : PRINT ‘'ANSHER" 
6@ PRINT “{2] POLAR TO RECTANGULAR":? (458 PRINT "REAL PART=";X 
7@ PRINT “(3] RECTANGULAR MULTIPLICATI; 460 PRINT "IMAGINARY PART=";¥:GOTO 18¢ 


on: 2 470 PRINT “ANGLE=";: INPUT Z:GOTO 180 |86@ PRINT “INPUT 2,1 IMAGINARY "; : INPU 
SO PRINT £4] RECTANGULAR DIVISION":? |48@ REM RECTANGULAR DIVISION TD 

9@ PRINT (5) POLAR MULTIPLICATION':? |49@ GRAPHICS O:PRINT :PRINT " (3/878 PRINT :PRINT “INPUT 1,2 REAL ‘3:8 
100 PRINT (6) POLAR DIVISION':? PATTING: PRINT :DEG :POKE [PUT E 

110 PRINT "[7) RECTANGULAR MATRIX DETE! 764,255 880 PRINT “INPUT 1,2 IMAGINARY "; :INPU 
RALNANT™ : PRINT S00 PRINT “FIRST REAL PART=";: INPUT a |T F 

12@ PRINT ‘'[8] POLAR MATRIX DETERMINAN|510 PRINT “FIRST IMAGINARY PART=";:INP}89@ PRINT :PRINT “INPUT 2,2 REAL “3:IM 
T's PRINT uy B PUT G 


900 PRINT “INPUT 2,2 IMAGINARY **; : INPL 
T H: PRINT 

918 PRINT Ua LEY Pian ed a LT eS Ais eh | 
j" 

920 PRINT softs Ee ttgans petty Or Gs tegen ys aes 
fre 


138 PRINT : PRINT " 9280 PRINT ;PRINT “SECOND REAL PART=";; 
:POKE 82,2:POKE 764,255: TRAP) INPUT C 

26 S38 PRINT "SECOND IMAGINARY PART=-";: IN 
140 MOPEPEEK (764): IF NUM=255 THEN 140 [PHT D 
150 POME 764,255: L=1% (NUM=31)+2% CNUM=3 |540 Q=CHC+D MD: X= (ARC HBMD) /0: Y= (BHC-AHD 
@) 3% CHE 26) + 4% CHUM 24) +5 CNUN-29) +6%| 3/0 





tM! 





Creuset 27) +79 (HUMES 1) +88 (HUME 53) 558 PRINT :PRINT "ANSWER" 930 I= (AXGHFHD-B¥H-EXC) 
160 OM L GOTO 216,310,380, 496,590,696, |56@ PRINT "REAL PART=";x 940 Jz (AMH+BHG-EXD-FRC) 

820,990 570 PRINT “IMAGINARY PART=";¥:G0TO 180/958 IF J(@ THEN 979 

178 GoTe 140 580 REM POLAR MULTIPLICATION 960 PRINT :PRINT "DETERMINANT=";1; "4"; 
180 MMMPEEK (764): IF MUN=255 THEW 18@ |59@ GRAPHICS @:PRINT :PRINT " Ql Js"a:CLR :PRINT :GOTO 186 

190 POKE 764,255:G0TO 30 CULM EPTIS OSG: PRINT :DEG :POKE (97@ PRINT :PRINT “DETERMINANT=":I3 U5": 
200 REN RECTANGULAR TO POLAR 764,255 “:CLR :PRINT :G0TO 180 

210 GRAPHICS @:PRINT :PRINT * (}}60@ PRINT :PRINT “FIRST MODULUS="; : INP] 98@ REM POLAR MATRIX DETERMINANT 
SMELL MM IGY': PRINT :DEG :POKE [UT A an 99@ GRAPHICS @:PRINT :PRINT " xa 
764,255 610 PRINT "FIRST ANGLE=";:INPLIT B CIMRCES MALLE: PRINT :POKE 764 
220 PRINT “REAL PART="s: INPUT X 620 PRINT :PRINT “SECOND MODULUS="';: IM], 255 


1860 PRINT “INPUT 1,1 MODULUS ‘>: INPUT 
fA 


230 PRINT “IMAGINARY PART=";: INPUT Y /PUT C 
246 LET R=SORCKEHtY#Y) [PRINT : PRINT “Mi63@ PRINT "SECOND ANGLE="; : INPUT D 


OOULUS=";R 648 LET X=AXC:LET Y=BtD 1016 PRINT “INPUT 1,1 ANGLE “>: INPUT 6B 
250 Z=AINCY/X¥):IF (H>@ AND Y)@8) THEN 2/656 PRINT :PRINT “ANSWER” : PRINT 
8e 666 PRINT *‘MODULLIS—";xX 1626 PRINT “INPUT 1,2 MODULUS >: IMPLT 


c 
1638 PRINT “INPUT 1,2 ANGLE "; : INPUT D 


260 IF (X(@ AND Y)@) THEN LET Z=Z+18@ 1676 PRINT "“ANGLE=";¥:GOTO 180 
270 IF CY<® AND K(O) THEN LET Z=Z-18@ [|68@ REM POLAR DIVISION 


280 PRINT : PRINT “ANGLE=":2 6968 GRAPHICS O:PRINT :PRINT " SPRINT 
290 GOTO 1388 YW TEST' PRINT :DEG :POKE 764)1040 PRINT “INPUT 2,1 MODULUS ";: INPUT 
300 REM POLAR TO RECTANGULAR ,255 | E 

310 GRAPHICS O:PRINT :PRINT * (2}790 PRINT :PRINT “FIRST MODULUS=";:INP| 1958 PRINT “INPUT 2,1 ANGLE ‘; INPUT F 
GLMCA: PRINT :DEG :POKE |UT A ‘PRINT 

764,255 716 PRINT “FIRST ANGLE=";; INPUT B 106@ PRINT "INPUT 2,2 MODULUS *;: INPUT 
32@ PRINT “MODULUS=";: INPUT R 728 PRINT :PRINT “SECOND MODULUS="::IM] G 

330 PRINT “ANGLE="s INPUT Z PUT C 197@ PRINT "INPUT 2,2 ANGLE ";: INPUT H 
34O X=RHCOS CZ): YIRESINCZ) 73@ PRINT "SECOND ANGLE="; S INPUT © SPRINT :DEG 

35@ PRINT :PRINT "REAL PaRT=";x 740 LET K=A/C 1080 X=ARGHCOS (B4H) ~CHENCOS (D+F) 

360 PRINT :PRINT "IMAGINARY PART=";¥:6/75@ IF (D)6) THEW LET Y=-(D-8):G0TO 77| 1690 YrANGHSIN(B4H) -CHERSIN (D+F) 

OTO 188 ) 11@@ GOTO 248 


[4 


from CHS Electronics 
ewed fy Russe:: odd 


(In Inside Info No.19, Garry Francis in Adventure! mentianed the release of new adventure creation arograms. This is 
ane of them.- Fd.] 


Adventure Master 15 a orograe that allows you tc create your own custom adventure: The adventures you create all 
have fundamental adventure commands such as ’take’ ; ) Pou! $ 
adding your own commands to the adventure’s vocabul: 


Adventure Master also had the facility of making Hi-Res adventures through its graphics illustrator. 


i 


The program comes with three pre-nrogrammed adventures, two of which you create the endings ta. 


Adventure Master is contained on two disks and requires 48K to run. Joysticks are required to operate the graphics 
illustrator. 


ron SALE 


DISK SOFTWARE: Castie Wolfenstein, Fort Apocalypse. $20 each. CONTACT - John Lin (02) BAB 2436 

| > Se oe 
HARDWARE: Atari 1010 Program Recorder in brand new condition, sell for $110 Of EXCHANGE for equal value in Atari 
GAMES (8.9, ZORK), CONTACT - Grahame (02) 439 2447 after 4 pa. 


i ae oe Se 

HARDWARE: New G00%L, 64K for $180. A00XL upgrade to O4K for $90. CONTACT - Lawrence Lam (02) 443 2742 
hires 

HARDWARE: Brand new 850 Interface Module for $200. CONTACT - Peter Megarrity (02) 470-2276. 
teers 


HARDWARE: New 850 Interface Module for $190. 

DISK SOFTWARE: SFX Disks - Comedy Disk, Castle 2.0, Chinese Puzzle, Sultan’s Palace, Personal Fitness Program, 

Sleazy Adventure, Space Trek - $10 each, 

Snake Byte - $14, 

Combat Loader, Susic Construction Set, Murder on the Zinderneuf - $20 each. 

DOS XL and Manual, H Hitchhiker’s Guide to the Galaxy - $30 each, 

GT Estate Wordprocessor and Datamanager and AlbertSpreadsheeat - $40 for all. CONTACT - Paul Benjamin (02) 22 781, 
yeaa 

BOOK: "40 Programs for the Atari" - mainly games, some utilities, a couple require 32K, most use detailed graphics 

$9 (including postage) 

CASSETTE UTILITY: "Atari Cassette Enhancer” - names saved cassette programs, searchs for specific programs, verifies 

saves, lists variakles, as BASIC programs, creates binary files - 400/800 only. $12 {postage included). 

CONTACT - Andrew Hobson (G67) 72 S717, 





erat 
COMPUTER SYSTEM: Atari 400 with 48K with Superson and old chips, 1050 Disk Drive and Dos 2.4 }, 410 Program Recorder, 
CX40 Joysticks, BASIC Cartridge and Manual, LOGQ Cartridge and Manual, Star Raiders, asic Reference Manual, 
Technical Reference Notes, De Re Atari Manual. Atari Personal Financial Management System, APY Weekly Planner, Alien 
Eqg, Zork ! pilus others on tape and box of VERBATIM Disks plus about 12 copies of ANTIC magazine. $750 OND. CONTACT 
- Pater BH, (0B9) 97 $499 AH, (099! 87 1915, 

| ae oe ae | 
COMPUTER SYSTEM: Atari BOGKL with 1056, 1010 Program Recorder, Wice Joystick, BASIC tutorial, Atari Writer, 
Decathlon, Summer Games, Star Raiders, Dallas Quest and SAM, $750, CONTACT - John Ngo (02) 48 1018, 

yyeuy 

WANTED 

MABAZINES: Second Hand copies of ANTIC Yolume 2 No.7? onwards. i would be wil 


illing to pay current price. CONTACT - 
Steve Bradbury, c/> C.R.C., ist Floor, nr af King and Darby Streets, Newcastle, NG.W. 2200, Phone (049) 75-2183 


i ie Se a | 
HARDWARE: i Disk Drive. CONTACT ~ John Lin (G2) 428 2434, 

} i ie ae ae | 
MAGAZINES: Can anyone lend or sell ANTIC ¥ol.3 No. 4 (August 1984), I failed to get it. CONTACT - Rikki Harris. 
fon) T-2133, 

tris 
HARDWARE: { ATARI Disk Drive and for Asseabler Editor cartridge with complete documentation. CONTACT - Andrew Hobson 
on iQ?) 72 S2i7, 

Rigi? 
SHRIRIDGE: Microsa¢t Basic I] on cartridge and any spare disk sleeves fis, those little paper envelopes that you 
een. disvg in}, DONTACT - Garey Francis (47 
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BORDERLINES 


i : i Fs a ie 
oy ia s merck. 


ATSR] programs. Most of us stic 
rea and pevieres 4 is just ATARI’s 
yer, 2 way ta glace text in the horder 
his (usually) unchartered Screen 


There’s a lot of space on the television screen which is net op 
with the 4) by 24 azure oblong and leave it at that, convinced 
way of filling the surrounding void with colourful nothingness 
areas and this opens up some interesting possibilities for fea explo 
territory. The following program demonstrates the technique:- 


ay rk 
a eo 


100 POKE 752,1:7 CHR$(125):FGKE 82, Q:SETCOLOR 4,G,8:SETCOLOR 1,0, 14:SETCOLOR 0,0, 24: POSITION 0,23:? " * 
_ 110 REM Poke custom display list to Page & and point to it 
120 RESTORE 120:FOR F=1954 TO L373: READ D:POKE F,O:NEXT FsPOKE 560,0:FOKE 541,é 
130 DATA 112,66,0,0,2,66,64 BL) Pyne ty py Ryne epee ra Pra pe ar ae rare ve i ae re 20,0,6,65,0,4 
140 REM String te hold border area text 
{50 CLR DIM TEXT$(240) 
140 REM Put address of TEXT$ into the first Load-memory-scan locations of the display list 
170 FEADR(TEXT$):FLsINT(F/256) :F2=(F-Fie254) sPOKE 1838,F2:POKE 1539, Fi 
180 REM REM Put address af TEXT$+80 into the second load-memory-scan locations of the display list 
190 F=ADR(TEXT$) +80: F1=INT(F/254) F2=(F-Fi8206) :POKE 1568,F2:FOKE 1549, F 1 
200 REM Fill TEXT$ with some text with characters in Internal Code (ie, character’s position in ROM) 
210 TRAP 240 
= TEXTS (LEN(TEXT$) +1)="42849":FOR Loo TO 20:NEXT LsG0TO 220 
230 REM Show normal 24 lines & scroll 
240 FOR L=1 TO 23:7 LiNEXT Li? "24" 
250 FOR L=1 TO 500:NEXT L:FOR L=1 TO 24:7 :NEXT L:SETCOLOR 4,9,4 


As you would expect, the secret 15 a modified display list. The display list at line 130, It facilitates two linas 
of Graphics 0 text in the top border area and, at the bottom border, one line of Graphics 0 and one line of Graphics 
1, Note that ANTIC’s memory-scan counter is loaded at three different points. The second lead is at 46,64,1546. This 
is the load for the normal playfield screen memory address, The first load is at the first 66,0,0 and the third load 
is at the second 66,0,0. The zeros are only temporary, as we shall see, 


All that has to be done to display something in the top two border lines is to POKE the address of the text we want 
displayed into the two locations following the first load-memory-scan instruction (66), The obvious thing to do is 
te set up a string with the required text, find the address of the string, reduce the address to low and high byte 
values, and PDKE these to the locations previously mentioned. In the above program this is achieved at line 170. For 
the bottom border lines, the same procedure is used except that the third load-memory-scan is the target for the 
POKES and the text te be displayed is 84 characters into the string. Line 190 does this bit. 


The question arises as to how many lines of extra text can be gained in this way. A little experimentation reveals 
the answer. Make the following underlined changes to the program:- 


120 RESTORE 130:FOR F=i826 TO LS72:READ D:POKE F,D:NEXT FrPOKE 560, 0:PQKE 5éi,4 





13 “tt DATA bb, O, 0,2 1246, b4, 154 22.24.2424 25.2y24 2225242242424 2242424229 bby 04052524 b8, 0 
170 FADR(TEXTS) :FI=INT(F/256) :F2=(F-Fie25o) sPOKE 1537, F2:POKE 1538,F 1 


Run this and you will see that you can get three Graphics @ lines top and bottom. Unfortunately, however, the 
display is seriously distorted and therefore quite useless, A little sore experimentation shows that ali will be 
well if we never try to put Graphics @ on the very bottom line of the border. A further modification to the listing 
will prove this. Make the following underlined changes: 


120 RESTORE 120:FOR F=i536 TO Lo73:READ D:PQKE F.D:NEXT FrPOKE S60, 0:PORE S4l,é 


130 DATA 64, 4, 0,2,2,66, 64, 156,7,2,2 Perri Pe etree sry es §,0,7,65,4 1,4 


ee Se oo ee ee 





Run this and we can justly conclude that 4 maximum of 3 extra Graphics @ lines is achievable in any combination too 
and bottom so long as the very bottom line in the bottom border is not used. There is a way of getting round this if 
you are happy with Graphics 1 text in the bottom line. Make the following underlined changes: 


120 RESTORE i2G:FOR F=1536 10 S74: READ DrPOKE F,D:NEXYT FrPQKE S40, 0:POKE 341,4 


120 DATA é, (0,9,2,2,66,64, 15: TDD Zy2y 2a Qu 2a Ze Dy 2eZa Za 2a 2a 2a Zara 2a a 2y 2a Ze Ze bball U,2,6,00,0 a) 

This at least shows that the full border area is useable if we accent the oroviso that the bottom line cannot be 
: ent : 

Graphics @. Just why the thing will mot accept Graphics © at the bottom line of the bottom herder is a mystery tc 


lb 


me. Nevertheless, as you can see, enough useable space is available for practical applications. 


Busing strings to finld the text to be displayed, remember that the characters must be in internal Code, 
Cl. The foliowing smal) utility will take the hassle out of the conversion: 


52000 REM Dimension & initialize strings 

32902 CLA sBIM STRGI$ (80) ,STRO2$(80)  BLANKS$(G0) AS (1) :BLAWKS(1}=" ":BLANK€(@G)=" "BLANKS (2}=BLANKS 
a2004 REM bet required program line nuaber 

32004 7 COR¢i1Z5):7 "Line number for taxt string"y:INPUT LINENUMBER 

42008 REM Get string characters 

32019 2 :? "Input string (Max 80 charas}":? s INPUT STRGL$s TF LEN(STRGI$}<80 THEN STREIS(LEN(STRO!$) +1) =BLANES 
a2012 REN Convert charas to Internal Code 

S2016 7:2? "Half a tic... ":FOR L=1 10 80 

a2G18 CHARA=ASE(STROL$(L,L)) 

32070 TF CHARACS2 OR (CHARAZI27 AND CHARACI 60) THEN CHARA=CHARATH4: BOTO 22024 

32022 IF (CHARA}31 AND CHARAC96) OR (CHARASIS9 AND CHARA(224) THEN CHARA=CHARA-32 

$2024 STROZ$(L,L}=CHR$ (CHARA) 

32024 NEXT L 

S2Z028 REM Enter the line into the program using "RETURN key’ mode 

52032 7 CHR$(125):POSITION 2,4:? LINENUMBER: © TEXT®3 "$=": CHR$(34) :STRG2$:CHR$(34):? :? "CONT® 
32034 POSITION 2,0:POQKE 842,13:STOP 

32036 POKE 842,12:? CHRE(125) 

$2038 REM Display the line. Any sore? 

32040 7 "Here is line ";LINENUMBER:? “with the characters converted to internal code":LIST LINENUMBER 
32042 7:7? "Any gore Y/N"s 

32044 INPUT A$: IF ASC3"¥" AND ASC2"N" THEN 32044 

32046 IF A$="¥" THEN 32002 

32048 7 CHR$(125) :END 


This program, when run, will ask you for the prograa line number you wish created and the text for the string. It 
will then convert the characters of your text to Internal Code, place them in a string (TEXT$) and automatically 
write the program line containing that string. The best way to use this utility is to LIST it to disk so that it can 
be ENTERed during program development. A quick “6070 32000? will call it up whenever you need a new version of a 
TEXT$ program line created. 


There is one thing to be careful about. If Immediate Mode is used anywhere in a program utilizing border area text, 
the border text will go haywire the moment the Im@ediate Mode line is entered, This is because the string holding 
the border text will be relocated in memory. Jo see this effect, run the first program again and, when the *READY’ 
orompt appears, type in a few characters and hit “RETURN’. 


So the moral is: if your program uses a *forced read’, throw in the code at lines 170 and 190 of the first program 
immediately after the ’forced read’, 
SCREEN DUMFS 


by Jamie Athas 
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SOFTWARE REVIEW 


ULTIMA III 
from Grigin Svstens INC. 2.8. Box t 845 Morcth Andover. MA O1845, USA 
“eyirewed by Craic drasworth tAvalon. N.o.d) 


This latest qame in the Uitima trilogy is a must for any fantasy/role-playing gaming enthusiast. 


Ultima Il] is packaged in ’the black pouch’ as referred to in the book of slay. Inside this black pouch there a tew 
essential items to help you on your journey. The *key’ to the ‘Siege Perilous’ or in simple terms the Glack disk, 
The Bock of Play, a rare cloth man desicting the world of Sosaria, a reference carc, and two eldritch manuscripts 


{cleric prayers and runes for wizards} 


These books and the cloth map add flavour to the overall playing of the game, th 
qumerous clues for a successful completion of the ad: The boob 
and how to cast specific spells in a very imaginat: 


The game opens with a spectacular heading and a battle between good and evil. After this the game begins with @ view 
of Sosaria where adventurers fight various foes, sail shins, which go on fer ever until <space?> is or 


The first thing to do is create a few characters which can be of five races and ei 
characters can be created on one disk while only four can adventure forth at once, 


Once characters have been created the party formed, which can be from one to four players, you set in on your long 
journey. 


The graphics are excellent and is the only game using artifacting that successfully works cn a PAL systes. 
graphics are redefined characters and animation obtained by switching character sets. A very etfective and realistic 
part of the display is that a party can.only see that part of their surroundings in their line of sight. 7 
mountains, walls etc. block the party’s line cf sight and anything behind the obstruction is shown blank. 


There are four types of graphic displays in the game. 

{)Land and Water. The party is shown as one figure which can move in four directions. Towns, castles, dungecns are 
shown aS a specific symbol, 

2)Town/Castle . The party is shown as one figure which can move in four directions. Individual buildings and people 
can he seen, moved to and/or talked to. 

3)Dungeon. The party is not shown at all. A three dimenional view cf all you can see is shown. The party can move 
forward, back, turn left/right. 

A)Combat. Each individual character and monster is represented by a single symbol and can move independantiy of each 
other, attack, cast spells. 


The displays are contained in a window and to the right of the window are the characters, with revelent inte. and 
below that a section for commands and various messages that appear trom time to time. 


time time is a musical tune which 
} s 


The sound of the game is simple and can be turned off if so desired. Playing all 
ic’, “Lord #ritish music*® which cannot 


changes to reflect where you are, you get special “dungeon music’, ‘town mus 
be turned off. 


CONCLUSI9 au 
As a veteran of role-playing games such as TRAVELLER, D&D, AD&D, GANMA WORLD, BOOTHILL, and BUSHIDO, UWitiaa I 
the only computing game that comes close to offering the realism, excitemant that comes from playing these ganes. 
And actualy outdoes D&D and almost ADED. 


Gone is the need for a DM (dungeon master) and descriptions which have been replaced by the computer, graphics, and 
sound, 


ct 
nt 
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The only gripe I have with Ultiea Il] is that to move north you press the down arrow, you wouldn’t beliey 
trouble I had writing this articis every time | wanted to go up | went down. 


The major drawback in purchasing this game is 
j g 


the cost one must concur. [oo 
Randwick for $88.00 but have seen it at another store for $129,900 sco ] suggest yo 


Gu shop around before Buying. 


SOFTWARE FE XCHANGE NEWS 


In last issue’s report, I forgot to mention that ali software bought from the Software Exchange is in sinale density 
DGS 2 format. This ensures totsl compatibility with all systems reqardiess of what computer/disk drive/Operating 
System configuration lal are using. However, in order to save Space and pack 28 Rany de onto a disk as 
ees , the = ti e re NOT included on most sae You should first boot your system with a DOS 2 master disk, 
t en } what programs are on the disk. If you “find that there’s a bit 


tu and Go a disk directory te s 
z, you can add the BOS vie: , pun eee nsers won't bother with this, but beginners often 


dis S 
te knowing that DOS is on every disk ee Own. Anyway, take note of the program nages then return 


feel gore comfortabi 
to BASIC for whatever) and RUN, LOAD or ENTER programs in the normal manner. Needless to say, you MUST have DOS 2 or 
something equivaient te initially boot the system! Haven’t got 005 27 Then read on! 


T’a told we've been sent tne new BOS 2.5 and associated documentation by Atari’s User OGroun Support and have been 
given permission to freely copy and distribute it to gembers. This is being handled by one of our cther sembers, 50 

: r me about it just yet. [’m as much in the dark as anyone else, However, | expect the fuil details will 
appear elsewhere in the magazine. 


Tn case you haven*t heard, DOS 2.5 is a replacement for the very unpapu we and incompatible DOS ¢, It works in 
singie or enhanced density and is Epeverine with: mae old DOS 2, so everybody should start using DOS 2.5 - but 
especially DUS 3 users. I believe the BOS 2.5 disk contains a utility to a you to transfer al! your DOS 3 files 


to DRS 2. Having done so, you should destroy DOS 3 and forget that it ever existed! 


As promised last issue, there are now two further disks of Page 6 programs in the Software Exchange. The first two 
Page & disks haye been very popular and J can assure you that these ones are just a5 good! Two of the prograes on 
Bach disk have previously appeared in INSIDE INFO, but are included here for completeness. Just the same, the disks 
are a bargain at $8,900 each including postage. 


Page & Vol.?: This contains ali the programs from Page 6 issues 7-B. There are {6 BASIC programs including two 
christmas "greeting cards", autility to print large banners on the 822 printer, a cowboy-style player-missile 
graphics demo-cum-game, an example of displaying text on a GRAPHICS B screen, a simple filing program demonstrating 
the Atari’s “forced read" mode, four gages (Grubs, Bugs, Wildwest and Sonar Search) and a number of graphics denos. 


Page 6 Voi.4: This contains all the programs from Page & issues 9-10. There are 13 BASIC programs including a 
horizontal scroiling demo, player-missile graphics using strings, a Screen display utility, 1020 plotter deo, a 
mini DOS, a utility to change the default screen colours, a neat demc of anigation using colour register rotation, a 
utility to allow desperate Adventurers to cheat by examining any text on an autoboot cassette and four gases (Hungry 
Horris, Breakout, Diamonds and House af Secrets}. 


There were to be two cther new disks this month, but due to unforseen hassles, these will have to wait. In the 
meantime, I’ve had a fairly good response tc last issue’s plea for ANTIC programs, but unfortunately everybody 
seemed to submit the same stuff! The updated list of programs that we still need is listed at the end of this 
article. Tf you*ye got any of these, please send thea in, Otherwise take a couple of hours to type some in. Your 
efforts will be well rewarded, 


Qver the last i8 
Video Sages, Austr. 
from complete. Th 
When I’ve sorted it 


months, I’ve also been collecting programs from COMPUTE!, SoftSide, A.N.A.L.0.6., Computer and 
ian denies Bis wii Byte and several other sagazines, but again these collections are far 
tof missing programs is too large te list in INSIDE INFO, sc just send everything you’ve got! 
out, I°}] return your disk with some programs in exchange. 
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Invisible Sector (2nd program! 





idiotoracting Your Keyboard 
June oe 
: Rutstoct for BASIC iAssembly) 
— i stargaiiay: 
St, Ut and Away (Z listings) July 198%: 
grading on the Curve "onserve RAM 
Bari] tes Vi 
April L963: Taik .s Cheap fAsssmbly! 
Gree hs I ACT (Bs at a a La 1: i 24 < 
BuAaPCaareinig BASIC (BASIC ang Assembly! HCEBy Prigy iaterrupts iAcsemhiy) 
May 1983: uni = 1GQ%. 
7 £ uijls . i Filues 





Undats Bisks with Nete and Paret 7 feat 

June 1984; 79 Foy. Hane breting 

Scrali Your Way 7s he Tog 2 BARID ane : Sgeert cular fades for Res:eters (2ng program) 

ise BASIC To Aninete saptegnar 1957: 

Shortcuts te Success (4 Gosenbiy) sam Parone g| 

July 1984: Pattern: a 

Interrupt with ACTION! (ACTION) Gctoger 1287 

Run Robot Run Tine Your Fire 

Cassette Lookalike {Assembly} “are & Face 

August 1984; Miecericador (2 jictin ngs! 

Recall Mountain Skiing 

fross Reference Autsbaot for Cassettes 

Renamer Maxter Ming (Asseably) 
November {982: 


- 

Pe 
oe 
Of at, 


September 1984: 





Price’s Color Picture Painter Sound Deao 

Jiyapic Dash {2 listings) Here*s Looking At You 5.A.M, (Assembly) 
Copy Nate (BASIC and Assembly! sound Beyond Sound (2 listings) 

Uctober 1984: Simple Synthesizer 

Mole Attack Tag 

Plus Minus March 1984: 

Jacks Atari*s Cinderella (2 listings) 
December i984: Flash Count 

Biffdrop Borii 1984: 

Windows Part I! (BASIC and Assembly! Contrel Your Environaent 


BookK REVIEW 


TARTING FORTH by Leo Brodie iFORTH. inc.) 
Di stributed in Australia by Prentice-Hall, 
. Reviewed by Rikki Harris. 


Awhile aga I purchased fig-FORTH from the A.C.E. program exchange and although it included a fairly good 
explanatory booklet I knew absolutely nothing about FORTH. I bought this book a week later for $29.50 in McGills 
Newsagency in Melbourne. 


It starts off with a foreword by Charles H, Moore, the inventor of FORTH. The book has separate introductions for 
beginners and professionals and then goes into the language itsel#. There is a chapter on the basics of FORTH and 
then chapters on arithmetic, the editor, loops, the stack, number handling, variables, and how to define your own 
commands. 


It has numerous footnotes for beginners, experts in other languages, specific brands of FORTH and many other 
“miscellaneous groups of people. STARTING FORTH contains "HANDY HINTS’ and pictures which depict a group of people 
going about their business handling the stack, interpreting the keyboard, etc. 


At the end of each chapter the following appears: a} a list of FORTH words covered in the chapter, b) a review of 
common teres used, and c) a set cf problems to decide shgthat you were taking notice of what you were reading. The 
last chapter contains three real-life applications: a word game, a filing system, and solving a math problem. 


At the back of the book there are four appendices: 
1) Answers to problems, 

2) Further features of polyFORTH, 

3) FORTH-79 standard, and 

4) A sumaary of FORTH words. 


Although the suamary does include page references for the commands, starting FORTH lacks a conventional alphabetic 


I believe this book is worth the money paid for it although it gets difficult to understand ne 
The main problem ! have found with this book is that some of the commands are not the same as th 
I received from ACE and the aditing procedures are completely different. a iatas is an articie 1 
showing some of the differences between STARTING FORTH and Team Atari fig-Forth. 
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INFORMATION AUGUST 1985 


Stari Computer Enthusiasts (N.5.W.) is an independent non-profit computer users’ group ilogse:y affiliates sith 
Eugene €.c.£ in the 5A. and with no connection to ATARI Inc. Membership fees are currentiy $20 far the first year 
and $i5 (Renewal) thereafter. Membership permits ¢ree access to the group's Bulletin Board service and a 4 issue 
subscription to INSIDE INFO, Unless note id as being copyright, per@ission is given to reprint articles Wa INSIDE 

INFO, making acknowledgement to the source. yinions expressed are those of the auther and do nut necessarily 
represent the views of SCE (NSW), Advertising rates in INSIDE INFG are $50 full page, $30 half page and $20 quarter 
page. Members’ personal ads are free, 

COMMITTEE MEMBERS HOME PHONE NO. COMMITTEE MEMBERS HORE PRONE NG, 

Barry Williams (President) (02) 452 2229 Tony Reeve (Vice President) (92) 432 2974 

Alex Kwok iSecretary/Treasurar} (G2) 663 3377 damie Athas (Meetings Organiser) (G2) 249 7365 

Ken Shiu (Editor) {021 534 2120 ee ) Romane (Prograa Editer) (OZ) 327 4898 

deff Maddock (Bulletin Board) (02) 368 2990 Peter Dickeson (Librarian! (62) BO 2508 


harry francis (Software Exchange) (92) 789 1397 
PAYMENTS, CORESPONDENCE AND NEWS 
Sil payments may be made at any meeting or by mail. All cheques a tracy Ord 
Computer Enthusiasts (N.5.W.). All correspondence and Newsletter Exchange should 





re sheuic be gade payable to Atari 
forwarded ta:- 
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A.C.E. (N.5.W.) GPO BOX 4514, SYNDEY N.S.W. 2001 


BULLETIN BOARD - Phone (02) 549 9846 
Qperating hours - 6PM tc 9AM Monday to Friday, Full 24 hours on both Saturday and Sunday. 
Access requires a perscnal password from SYSOP upon membership. ‘“AMODEM* tersinal software or derivatives is 
recommended. PUBLIC DOMAIN SOFTWARE ONLY!! 

MEMBERS* DISCOUNTS 

CUMPUTER-1 [ia Biscounti:- 200 Alison Road , Randwick, Phone:- (02)299 8645 
HOTLINE BOUKS AND SOFTWARE Ci02 Discounti:- 693 George Street, Haymarket, Sydney. Phone:- (02) 212 6077 
COMPUTERWAVE (S52 Discount -Cash Onlyj:- 325 George Street, Sydney inpar Wynyard}. Phones- (02) 29 1631 
THE COMPUTER SPOT (5% Credit, 10% Cashi:- Shop £4, MLC Centre, Martin Place, Phone (O2)235 2971 
Fastgate Centre, Bondi Junction. Phone:- (02)387 S208. Shop 214, Greenway Arcade, Parramatta. Phone:- (02)498 3431. 
COVER CARE (25% off computer dust coversi:- F.0.Box 719, Chatswood, N.S.W. 2067. Phones- (02)498 9631 


SOFTWARE EXCHANGE 
A full range of public domain software is available from the Software Exchange for $8 per disk. A list of Software 
Exchange disks begins from INSIDE INFO No.1? and updates continue from subsequent issues. 


ARTICLE/PROGRAM SUBMISSIONS 
Articles tor INSIDE INFOQ should reach the Editor as early as possible, and at least QNE MONTH ahead of the release 
date. Disk submissions should use single density DOS 2 format. Sub@issions will entitie you to one Software Exchange 
disk at half price, 
MEETING DETAILS 
Meetings are held at 4PM in the @nd Floor of the Y.U.C.8, corner of Wentworth Avenue and Liverpool Street, 
Darlinghurst 2010. 
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Atari Computer Enthusiasts (N.S.W.) 

MEMBERSHIP FORM 

NAME : 
ADDRESS: 
TOWN / SUBURB: 
SLALE: POSTCODE : 
PHONES:- home ( ) = work ( ) - 
SIGNATURE: AGE: DATE: / / 





Enclosed is [JCash [JCheque [JMoney Order for:- 
(7$20 joining membership [$15 membership renewal [JNotice of change of address 


OFFICE USE ONLY: 


Date Processed: _ Receipt #: _Last Issue: 





ATARI HOME COMPUTERS onverrorm 


Mail To: The Gamesmen Pty Ltd, Unit 1/128 Bonds Road, 
Riverwood. NSW. 2210 Telephone: (02)5344227 


For mail orders, please tick appropriate box and with your cheque or money 
order include $5.00-for postage and packaging. 


SPECIAL NO. 1 OUR PRICE {| SHOP PRICE 


1 x 600 XL ATARI COMPUTER (16k - expandable) 

1 x 64 K EXPANSION MODULE 

1 x PROGRAM RECORDER (Data cassette, needed if you want 
to store the programs you write. ) 

JOYSTICK 

BLACK JACK (cassette program) 

EUROPEAN COUNTRIES AND CAPITALS (Cassette program) 
MAILING LIST (Cassette program) | 


—_ — a = 
<x «KM OX 


SPECIAL PACKAGE PRICE COMPLETE 


$399 plus $5.00 postage and packaging 





SPECIAL NO. 2 


600 XL ATARI COMPUTER (16k - expandable) 
PROGRAM RECORDER 

JOYSTICK 

PACMAN (Cartridge program) 


1 
1 
1 
1 
1 x QIX (Cartridge program) 


<x «K KK XX 


SPECIAL PACKAGE PRICE COMPLETE 


$249.00 plus $5.00 postage and packaging 












MasterCard 


! enclose my cheque/money order for errr 
Plus postage and packaging § 5.00 
Total amount enclosed | i couweas 


Please debit my BANKCARD/MASTERCARD 


Account No. = Expiry date......... 
MILLI LLTTTATAT 


Signature ...ccscccccces TLC OCT TERE RT RCE ee eC re er errr we 
NMG. ere de ord kcersv areca aeckt ards ein Wau a wae rw oa 6b hare ote ek bed bw eae eee Se oes 





THE GAMESMEN PTY LTD 


Unit 1/128 Bonds Road (Corner of Skinner Ave) 
RIVERWOOD AN.S.W. 2210 = (02) 533 3055 


(02) $34 4227 
OPEN — Mon to Sst Sem te Spm. 






FOR FASTER SERVICE 
rder with your BANKCARD/ 
MASTERCARD by phone. 
(02) 5344227 

(02) 5333055 

Mon. to Sat. 9am to Som 
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ATARI HOME COMPUTERS. onverrorm 


Mail To: The Gamesmen Pty Ltd, Unit 1/128 Bonds Road, 
Riverwood. NSW 2210. Telephone: (02)5344227 


For mail orders, please tick appropriate box and with your cheque or money 
order include $5.00 for postage and packaging. 
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600 XL HOME COMPUTER 


1010 PROGRAM RECORDER (DATA CASS) 


1050 DISC DRIVE 


1064 EXPANSION MODULE FOR 600 XL (64K) 


ASTEROIDS 

BLACK JACK 

CAV. OF MARS 
CONVERSATIONAL FRENCH 
CONVERSATIONAL GERMAN 


. CONVERSATIONAL ITALIAN 
. CONVERSATIONAL SPANISH 
. ENERGY CZAR | 

. EUROPEAN COUNT. & CAPS 
. GRAPH IT 

. INVITATION PROG. 3 

. KINGDON 

. MAILING LIST 

~ MISSILE COMMAND 

. MORTGAGE & LOAN 

. MS PACMAN 

Cj21. 
. SCRAM 

- STATES AND CAPITALS 
- STOCK ANALYSIS 

- STOCK CHARTING 

. SUPER BREAKOUT 

. 3D TIC TAC TOE 

. VIDEO EASEL 

. DECATHLON: 

. KABOOM 

- FORT APOCALYPSE 

- ZEPELLIN 

. BLUE MAX 

- VISICALC 

. MICROSOFT BASIC 2 

. MINER 2049ER 

. MY FIRST ALPHABET 

. OUTLAW/HOWITZER 


MUSIC COMPOSER 


HOME CALCULATIONS 


. BRISTLES 


I enclose my cheque/money order for. $ 


CART. 
CASS. 
DISC. 
CASS. 
CASS. 
CASS. 
CASS. 
CASS. 
CASS. 
CASS. 
CASS. 
CASS. 
CASS. 
CART. 
CASS 
CART 
CART. 
CASS 
CASS 
DISC 
DISC 
CART 
CART 
CART 
CART 
CART 
DISC 
DISC 
CASS 
DISC 
DISC 
CART. 
DISC 
DISC 
CASS. 
CASS. 


ENTERT. 


_ ENTERT. 


ENTERT. 
EDUCAT. 
EDUCAT. 
EDUCAT. 
EDUCAT. 
EDUC/ENT 
EDUCAT. 
EDUCAT. 
EDUCAT. 
EDUC/ENT. 
BUSINESS 
ENTERT. 
BUSINESS 
ENTERT. 
EDUCAT. 
EDUC/ENT. 
EDUCAT. 
BUSINESS 
BUSINESS 
ENTERT. 
ENTERT. 
ENTERT. 
ENTERT. 
ENTERT. 
ENTERT. 
ENTERT. 
ENTERT 


BUSINESS@## SOLD OVT 


EDUCAT. 
ENTERT. 


~~ EDUCAT. 


ENTERT. 
BUSINESS 
EDUC/ENT. 


39 
20 
20 





Plus postage and packaging - $ 5.00 
Total amount enclosed | See 
ee my BANKCARD/MASTERCARD 
ccount No. ~ Expiry date....... 
2 [ERERERRRS SE ” 
DPQHALUNG:<cc-ai0b om soa esas eo ecursl Ge eaniea ee Sundae ween WUC Rede eae ee ewes 
Name 


ges debanc as sasrenrsansisandiintoadhsachestutaadinsins 


eee pe nsnaeaeaenuasanvnene eae aesauseeetesceeseeeeeerenseneeseseeeanseeehenuneess 


Address 


pia ane /eiaelaaa a wiaseia we Gls Sa bale brew 4S NO aOR A AR eke POSLCOdGissansevevcwans 


THE GAMESMEN PTY LTD 


Unit 1/128 Bonds Road (Corner of Skinner Ave) 
RIVERWOOD N.S.W. 2210 = (02) 533 3055 


(02) §34 4227 
OPEN — Mon to Set 9am te Spm 


FOR FASTER SERVICE 

Order with your BANKCARD/ 
MASTERCARD by phone. 

(02) 5344227 
(02) 5333055 
Mon. to Sat. 





Jam to Spm 


eS Sah oN | 


ATARI HOME COMPUTERS opverrorm 


Mail To: The Gamesmen Pty Ltd, Unit 1/128 Bonds Road, 
Riverwood. NSW 2210 Telephone: (02)5344227 


For mail orders, please tick appropriate box and with your cheque or money 
order include $5.00 for postage and packaging. 





APX DISC PROGRAMS QTY IN FIRST SECOND | deter 
STOCK CHOICE | CHOICE! PRICE 


1. ALIEN EGG____._ 8, ee st 510.00 
2 AVALANCHE 2 ee ee el 28 000. 
Be, DTN srs ects See chee aa oe tea ae ME PSO cet Pee ee ee 8 
Bs BABE ges sai ea eased ced, des laaectyS ots ets, nsf Oe fa one ioe ee PO | 
Bie BOCK EM ese cng a) at eae atin nae vee ee a: RN fe Ok ee 
Irene ©; 5) i <i a eR i a en eee ee 
7. CENTURION. = Poo $70.00 
8. CHINESE PUZZLE. _ === 8 PP ee ee 000 
9. CODE CRACKER___ i400 $10.00 
10.COMEDY CRACKER... ss 240 CT $1000 
11.DECISION MAKER, se re re ey a ae 
WO Ne ae teers aes ey ee ee is $10.00 
Toe DOWN HT coc eo ee ee ee | a a i ee ee, Geant Ue 3 Ora 
14.HICKORY DICKORY_ 2 Le eee ee Pee 2 eee 
VS: EE MONAD Cs Ss a ag cee re a eee ee 
16.LETTERMAN, | 5 CUlseerpd oor {| T $10.00 
17,.LOOKAHEAD. ai $10.00 
18.MEMORY MATCH 7 ee, | (a Ee 
19.MUGWUMP. Eh ae a ee ee 
20.Q0UTLAW ee ee a ef ee oe LOU 
21.PERSONAL FITNESS ~_ ~~ IOS rect, AE et Ne =e LOO 
22.PLAYER (PIANO) _ _— ss _{10  f[-. = —t $ 10.00 
23.QUIZ MASTER__ se io Cf $10.00 
24.SLEAZY ADVENTURE... __ 14 |p rt—“‘i<‘“iLSCSCi‘C(NNCNEUEC $100.0 
25.SOQURCE CODE FOR EASTERN FRONT 1941 6 es nn 
POR SP ICE, TEN x ct Sere, ee ea a 29 eae ef ee OOO | 
27.SULTANS PALACE o_o sop oer! sd: $10.00 
28.TACT TREK... ss 

29.TERRY ee 

3 


1.WEEKLY PLANNER _ _ 
2.WIZARDS REVENGE 





3.MINOTAUR. . = . S| 
34.SPACE CHASE... —§ = 8b ln 
1 for $10.00 

IMPORTANT: Suitable for disc drive only pe Sr wae — PP 41 for $30.00 
———————— e dea 

I enclose my cheque/money order for = $..seeeee r s Bia Oe 23000 

Plus postage and packaging $ 

Total amount enclosed ee 


Please debit my BANKCARD/MASTERCARD 


Account No. ee Expiry date......... 


Shi a i ec Tre rr ee 





Nalie@! .weeew bale ewes Chwee SNe is eet ees Sa cg tae iaiais ahaser ate taneet Gee ws ete oe 
(Please print) 


» “AGGVOSS. ssaccasedawee weae Sean sen eeeen een eeessnccsereteneseseneececaes 


THE GAMESMEN PTY LTD 


hie ha We ae ee io ain, tag Oc ay Kittay Riebg su oye aterw lt OS LCOUC’ nae stedawiee es 







FOR FASTER SERVICE 


r with your BANKCARD/ 
Unit 1/128 Bonds Road (Corner of Skinner Ave) \ —— Sayer oe Rane. | 
RIVERWOOD N.S.W. 2210 (02) 33 3055 (02) 5344227 
(02) 534 4227 (02) 5333055 


ale 


